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Pencil is suggested as numbers will change throughout 
the creation process. Skills and Attributes change as the 
character grows and develops over the campaign setting. 


Consult Pamphlet 01 Backgrounds for Medals, Starship Assignment, Home 
Planet, Lifepath, Time/ Money Continuum, Etc. 


Consult Pamphlet 13: Concordance for Attribute, Skill and Species Descriptors. 


Consult Supplement 10: Character Sheets & Supplement 13: Adversary Sheets 
for more variants. 


Book 3: Memory Bank Alpha € Book 5: Memory Bank Omega contain more 
societal details for the Federation, Klingons, Romulans, Orions and Gorn. 


Supplements 17 - 21 cover the Starfleet Intelligence Manuals and histories. 


Orion spacers 


NAME AGE 

ine) 
Schools C=Cmd D=Dept è SEX 

Public Relations o 
Academy Instructor > RACE HT 
Major Space Lanes 8 WT 

Minor Space Lanes 
Inspection & Compliance SPECIALTY HAIR 
Outpost Support EYES 
Yard Master 
ACTIVE Frontier Ishi D.O.B 
DUTY Length [crew] RANK/TITLE 

TOURS OER] Quality P.0.B 


eco 
r HT ASSIGN/SHIP 
sa EE EN 


ardd J d J T T | 
= i 


co poo ufo fon FS 
ejeje le fe je 


19t | [| O J | 
20t | | Ù | 
FOOLIES PERCEPTION 
(CHA+COOL)/2 (INT+LUC)/2 
round down round down 
Administration...... —— Demolitions........ == 
Anthrop ¿a Disguise............. == 
see = AA == 
Appraisal „— Electronics ......... 2 
„.— Enviosuit Op........ —s 
Archaeo ss, POR QGIV A — 
==> Gaming... == 
Art  Gambling............ sS 
„— Geology.............. c 
Astron/Astrophys.____ History — 
E AA — A 
Botany AA —— Instruction ......... 
Bribery AA — Interrogation....... == 
Burglary... —— Intimidate........... — 
Carousing............ — Lang o 
PC ts == 
Combat HTH_ law —— 
Marks, Modern. 
Armed. ____ Leadership.......... a 
Archaic.__— Life Support Tech,___ 
Computer Op........ _ Materials Science. 
Computer Tech.....____ Mechanics ......... ES 
Culture ____ Medicine _ 
Damage Ctrl Proc,.___. Meteorology ....... — 


Def Shield Tech.....____ Negot/ Diplomacy, — 


FOCUS 
(INT+COOL)/2 
round down 


ST Cbt Tag/Str...... 


SOCIO|CREDITS 
CLASS 


A 


PERSEVERANCE 


(END+LUC)/2 (INT+LUC)/2 
round down round down 


Oceanography...... —— ST Weapons Op... 
Orion History ....... —— ST Wpns Tech..... 
Orion Law............ ——_ Stealth/Hide...... — 
Pers Wpn Tech....__— Streetwise.......... 
Philosophy .„— Surveillance........ 
____ Survival 
POSES os u u 
Psych == TOO aid 
o Track / Evade... 
SCrounge s.on... —— Trade & Comm.... 
Seduction............ —— Trivia 
Shuttle Pilot.........___________, 
Shuttle Sys Tech...__— Variable-G Op...... 
Sm Equip Tech ..... Vehicle Op_——. 


Sm Unit Tactics.... A 
Sports Warp Drive Tech. 


ZOO Vias iiutisións 


ST Comm Proc..... 
ST Comm Tech..... 
ST Engineering..... ¿(AAA 
ST Hel 1er ans _a—— S 
ST Navigation......._ 

ST Security.......... _ 
ST Sensors......... 1 == 
ST Services .........—— ———————. 


owen 


Grey Orion 


NAME 
m 
Powerful, Mobile Š 
Powerful, Estate ka 
Starliner/ Fleet o RACE 
Big City, Powerful O 
Big City, Common GREY ORION 
CS SPECIALTY 
Troupe/Perform 
Busy Outpost 
ACTIVE Lone Outpost 
DUTY Length TITLE 
TOURS Study Envio 


ET MUERTO [O O [RO AR O A IN E (E 


General Tour Notes 


AGE 
SEX 
HT 
WT 
HAIR 
EYES 


Factor|D.0.B 
P.O.B 


SOCIO|CREDITS 
CLASS 


|__| 
ee ei a 


FOOLIES PERCEPTION 
({(CHA+COOL)/ 2) ((INT+LUC)/2) ((INT+COOL)/2) [ENDED {in sLuCy2 
round down +05 round down round down 
Administrati0n................ —— History 1 SIT Comm Proc... 
Anthrop — .— oi AA — 
—— Instruction... ____ STEngineering............... => 
Appraisal — Lang __, ST Navigation... a 
i DEI ias 
Archaeo MN A AAA 
SS UBA is 
Art Life Support Tech........... _ Survival 
___ Materials Science ........... A ¡RÁ 
Astron/Astrophys........... Lo  Mechanics.................... —_ Trade & Gomm.......:...04: 
A —— Medicine_________,.____ Trivia______________ 
Botany... A Warp Drive Tech.. 
Bribery.. a Meteorology... — LOU. estic 
Burglary.. —— Negot/Diplomacy ........... — e 
Chemistry.........c.ccccee —— Oceanography................ == 
Computer Op.................. =— Orion HISTORY shoo excites oe 
Computer Tech... a Orion A == 
Culture  ______,____ Philosophhy___________ 
ECOlOgY orriotan + PAYSIC S Sicsostotsdactiarinseas == 
Electronics... ___ Psych A 
Enviosult Op... A o 
FORMER Y: .ssiiccsssesckMassesese AUN cinco =a 
Gaming crr —___ Om Equip Tech............... o 
Gambling... —— Sports >= 


auen 


Lodubyain 


NAME AGE 
Powerful, Mobile O SEX 
P ful, Estat N 
o" Starliner/ Fleet = RACE HT 
big City, Common e GREEN ORION WT 
mee Te SPECIALTY sa 
Busy Outpost EYES 
ACTIVE Lone Outpost 
DUTY aa TEE D.O.B 
TOURS Conditions P.O.B 
ist [| | | | | [| | [| [| | | 
end | | | | | | | | | | | 
al |||. 1 ||| ||| TJASSIGN 
—————————— EUROS CREDITS 


General Tour Notes 


A A ae ee AGA O A 
FOOLIES PERCEPTION FOCUS PERSEVERANCE 
({CHA+COOL)/2) ((INT+LUC)/2) ((INT+COOL)/2) ((END+LUC)/2) ((INT+LUC)/2) 


MAX INTELLECT/SKILL LEVEL RATING = 84 (*may qualify as “physical-based” skill = 99) 


Administration...... ——— Def Shield Tech... ___ Meteorology........ x SI SECUPIEY, aer = 
Anthrop________,____ Demolitions........ —— Negot/Diplomacy..——- ST Sensors ........ — 
a Disguise............. ____ Oceanography... —— ST Services........ _ 

Appraisal peo Ecology... —— Orion History ....... __ ST Weapons m a 
_____Electronics......... o Orion Law............ —— ST Wpns Tech....___ 

Archaeo ______ Enviosuit Op........ _ . Pers Won Tech... ‘Stealth Aide? oo _ 
_____ Forgery.............. _____ Philosophy .— — Streetwise......... PE 

Art* Gaming... OOOO Surveillance... — 
 Gambling............ _ — 2) PHYSICS AAA —— Survival —__ 
Astron/Astrophys.____ Geology.............. 2 PSB. 0 00 === 
BIOl09Y ................ HI es Torture... — 
Botany ccoo — — OCONEE nssisas —— Track/Evade ...... A 
TS ____Instruction.......... o BUON as _ Trade 8 Comm... 
o A? —— Interrogation....... —— Shuttle Pilot......... —— TW 
Carousing?........... —— Intimidate........... —— Shuttle Sys Tech... — WE 
Chemistry............ Lang _—— Sm Equip Tech..... —— Variable-G Op*... — 
Combat H-T-H¥_U SmuUnit Tactics....__— Vehicle Qo -__.______ 
Marks, Modern* Law >=" BOS >" 
Armed*_ Warp Drive Tech. 

=————— Archaic” Leadership......... —, BI Cbt TagStr...... LODO veis —— 
Computer Op........ _____ Life Support Tech._____ ST Comm Proc..... RA A 
Computer Tech..... Materials Science. STCommTech...________  — —@—— 
Culture „— Mechanics ......... —— STEngineering...._______________.____ 


Medicine , ST Helm.............. A 


Damage Ctrl Proc.. oo. Ol Navigation........— ~~ 


ƏWENI 


Orion Character Generation 


ORION GENERATION 


Roll 3d10+40 for each of STR, END, INT, DEX, CHA and COOL. 
(Max Cool = 99) For LUC and PSI, roll straight percentiles (d%) 


Apply the appropriate Modifiers below. 


Note: No Attribute may modify below 01. 


__Modifiers STR END INT DEX CHA COOL LUC PSI CONDITIONAL 
Ruddy +10 - -10 - -10 - -25 -30 BONUS POINTS 
cn Oe ae ee 

; i , 5 i 1. No more than 30pts 
ry E “20 28D, MO 20 i -259 -29 to one Attribute 
_Maximums STR END INT DEX CHA COOL LUC psi © No Attribute may rise 
Ruddy 109 99 89 99 89 99 75 70 above Species Max. 
Green 114 109 84 99 109 99 75 60 3-PSI may not be 
Lodubyain 99 99 84 109 119 99 75 90 modified. 
Grey 79 79 119 109 79 99 75 75 


Players who wish to take a wild leap into the unknown 
and do not mind being a hunted animal may create a 
halfbreed. Roll all attribute scores on 4D10 + 40. There are 
no bonus points for such characters. For each attribute on 
the Racial Die Modifiers Table, roll 1D100. If the result is 
01-50, the character applies the modifier for the first color, 
reading from the top of the chart down. If the result is 


51—00, the other color modifier applies. It is quite possible 
that they will inherit the bad traits of both races, with no 


compensation. 


The Book of Deep Knowledge has no provisions for 


educating halfbreed 


characters, as culturally, they are not 


considered Orion. They will have to find their education and 


careers elsewhere. 


BACKGROUND SKILLS 


PERSONAL DEVELOPMENT SKILLS 


Greys goto P13. Lodubyain goto p20 


To determine the number of Background Skills for a 
Ruddy or Green Orion, divide his int scores by 10, and round 
down. Choose the skills from the three tables below and roll 
1D10 for the skill rating. A skill may be chosen more than 
once, and the die rolls added together, within the following 
limits. Note that if the player wishes to create a Green slave 
woman character, he should ignore this section and 
proceed to the Green Slave Woman Generation section. 

Ruddy Orion characters must first take both a Personal 
Development and an Education skill before they may 
choose a Combat skill. If he desires another Combat skill, 
again he must first take a Personal Development and an 
Education skill. 

Green Orion characters must choose a Personal 
Development skill before they choose a Combat skill. 
Before they may acquire an Education skill, Green Orions 
must first have a Personal Development or Combat skill. If 
they choose not to acquire any Education skills, that is fine; 
no one said Greens were schoolmongers. 


Appraisal Gaming Sports (s]) 
Arts, The {s} Language (s] Streetwise 
Computer Op Leadership Trade & Comm 
Computer Mechanics Trivia (s) 
Tech Negot/ Diplo Vehicle Op (s) 
Electronics Survival (s) 


EDUCATION SKILLS 


Administration 


MARTIAL SKILLS 
Carousing 


Astron/Astro Cbt, Marks Mod 
Botany Cbt, Marks Arm (s] 
Biology Cbt, H-T-H 


Computer Op 
Computer Tech 
Instruction 
Meteorology 
Oceanography 
Physics 


Pers Wpn Tech 
Small Unit Tactics 
Sports (s]) 


SPACE TRAINING 


The spacing professions are the most coveted and 
hallowed occupations among Orions. Pirate, Space Navy 
officer, stargoing merchant, the actual type of work is not 
as important as long as it is in space. Most Orion player 
characters will be spacers. Though it matters little to the 
Orions, the player characters should end up with a career 
suitable for the gamemaster's campaign. 

At the top of the scale are the Explorers, the elite of the 
elite. Not quite pirates but not just merchants either, 


Explorers are those Orion spacers tied to no timetable or 
base, but wander where they will—usually in space 
belonging to someone else. They are the purest kind of 
opportunists, scouting out worlds for legal and illegal trading 
ventures, looking for cheap sources of valuable 
commodities, knocking off the occasional defenseless 
merchantman if nothing else presents itself, and supplying 
high-tech machinery to low-tech worlds. Of course, this 
latter business runs counter to the Federation's Prime 


Directive, and in the Klingon Empire, such activity is 
punishable by death. It is a short life but a merry one for 
Explorers. As it has been for centuries, the trick is knowing 
when to quit when they are ahead. 

Orion traders are more than mere merchants. Though 
more cautious than Explorers, they tend tg have more 
money and authority. They may even employ Explorers. 

The Orion Space Navy is a peculiar institution with a 
peculiar purpose. The Star Fleet of the Orions, the OSN has 
similar goals of protecting commerce, defending the 
borders, and showing the flag at home and abroad. Unlike 
Star Fleet, the OSN is a minor and relatively unimportant 
instrument of policy for the Botchok Planetary Congress. 
For example, it lacks even permanent ships of its own, 
relying on rented or leased vessels for its needs. Even its 
manpower is variable, and leased crews are quite common. 
Nevertheless, the Orion Space Navy has tradition going for 
it. Though neglected, with suspicious and unfriendly powers 
surrounding Orion Space, the Space Navy enjoys a 
respectability and prestige that no other group of spacers 
have—a long, illustrious history and snazzy uniforms for its 
officers. It may not have the firepower of the Klingons, 
Romulans, or the Federation, but its commanders know how 
to think like smugglers and pirates, and it can find them 
when no one else can. 

Although player characters must begin their campaign 
as one type of spacer, they have a wide selection of fields 
of specialization within those groups. As time goes on, the 
players may wish to leave behind their initial choice and 
become another spacer group. That is fine—-Starship Helm 
Operation is the same whether the Helmsman be pirate or 
Space Navy subaltern. However, the gamemaster will have 
to devise a way for the campaign to shift its direction. He 
may be better off simply laying the problem before the 
player characters and having them sort it out. After all, if 
they want to stop being pirates and join the Space Navy, 
they should find a way to make people forget or forgive their 
past sins. Once they change careers, they do not receive 
their new occupations's skills. 


TRADERS 

Ruddy and Green Orion characters may opt to receive 
merchant training from the Federation. Use the rules in 
Trader Captains and Merchant Princes, Second Edition and 
start Orion characters on their chosen advancement lane. 
Unlike Federation characters, Ruddy and Green Orions may 
enter any advancement lane they wish, as their background 
education is sufficient to allow them to enter the best 
Federation merchant academy. Follow the character 
generation process in TCMP2 from choosing the 
advancement lane to determining years of trading 
experience. 


EXPLORERS 

Orion Explorers have the widest variety of skills. 
However, they also have a tough entrance roll. To train to be 
an Explorer, a character must roll 50 or less on 10100, 
applying the following modifiers to the roll. 


EXPLORER ENTRANCE MODIFIERS TABLE 


INT 70+ -15 
INT 60-69 -10 
INT 50 or less +15 
Luc 70+ -15 
LUC 55-69 -5 

LUC 50 or less +20 
CHA 70+ -10 
CHA 50-69 5 

Skill Rating of 20+ in any Combat Skill or 

Leadership —10 for each 


Note: Ruppy AND GREEN ORIONs INT-BASED 


SKILLS ARE CAPPED AT 89 AND 84! 


Explorer Basic Training 

Player characters who make their entrance rolls begin 
Explorer Basic Training (EBT) at the age of 18. Although 
called basic training, EBT is more like a boarding school. 
While taking this long, tough curriculum, students talk, eat, 
and sleep trade. This cuts down on an Orion's play time, but 
most feel The curriculum takes fours years to complete. 


At theend of this time, the character receives the following skills. 


Appraisal 20 
Cbt, Marks Mod 15 
Cbt, H-T-H 15 


Cbt, Arm, Knife 10 
Dmg Ctrl Proc 20 


Enviosuit Op 25 
Gaming ke 
Lang (s) (Total) 20 
Leadership 18 
Med, Orion 10 
Negot/ Diplo 15 
Orion History 10 
Orion Law Aha 
Pers Wpn Tech 10 
Shuttle Pilot AG 
Small Unit Tactics 05 
ST Security 10 
Streetwise 15 


Survival (s] (Total) 20 
Trade & Commerce 30 
Vari-G Op 710 


Additionally, take Bonus Skill Rolls 
equal to (1/10 INT) rd + e. 


Fields of Specialization 

Upon graduating from EBT, Explorers must choose a 
field of specialization, either Helm/Navigation, Engineering, 
Communications, Weapons/Defense, Guards, Medical, 
Science, Financial/Clerical, or Espionage. After choosing 
his specialization, the player character adds the skills and 
skill ratings listed under his specialization table. 
Helm/Navigation, Communications, Weapons/Defense, 
Medical, and Financial/Clerical curriculums take two and a 
half years to complete, the Guards curriculum takes two 
years, both Engineering and Science take three and a half 
years, and Espionage takes four years. Players may add 
the Specialties points to any skills on their characters' 
Specialty Training Table. 

Green Orion characters with a socioeconomic class of 1 
cannot enter the Helm/Navigation, Weapons/Defense, 
Science, Financial/Clerical, or Espionage specialty. Greens 
with a socioeconomic class of 2 cannot enter the 
Helm/Navigation specialty. Ruddy Orion characters with a 
socioeconomic class of 1 cannot enter the 
Weapons/Defense specialty. Ruddies with a socioeconomic 
class of 9 cannot enter the Medical specialty, and those 
with a socioeconomic class of 10 cannot enter either the 
Medical or the Guards specialty. 
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Orion Character Generation 


EXPLORER SPECIALTY TRAINING 


Pilots 2.5 years Weapons 2.5 years Comm 2.5 years 
Astron/ Astro 20) Computer Op 10 Admin 10 
Computer Op 20 Computer Tech 15 Computer Op 10 
Computer Tech 10 Dmg Ctrl Proc 5 Comp Tech 10 
Dmg Ctrl Proc 10 Def Shield Tech 20 DmgCtrl Proc 10 
Def Shield Tech 10) Electronics 20 Electronics 10 
Shuttle Pilot 25 Instruction 10 Enviosuit Op 10 
ST Cbt Tac/Str 20 ST Gor Tac/ Str 20 Lang (s) Gea @ 20 
ST Navigation 20 ST Sensors 20 Negot/ Diplo 10 
ST Helm 28 ST Weapons Op 25 ST Comm Op 20 
ST Sensors 10 ST Wpn Tech 25 ST Comm Proc 20 
Warp Drive Tech 10 Specialties (Total) 30 ST Security 10 
Specialties (Total) 30 Specialties 30 
Guards 2 years Finance 2.5 years Science 3.5 years 
Enviosuit Op 10 Admin 40 Computer Op 20 
DmgCtr! Proc 10 Appraisal 25 Computer Tech 25 
Cbt, Arm, Knife 10 Computer Op 20 Dmg) Ctrl Proce 10 
Cbt, H-T-H 20 Gaming 10 Electronics 20 
Cbt, Marks Mod 20 Instruction AD Instruction 1 
Pers Wpn Tech 10 Lang (s) (Total) 20 Lang (s) 2ea @ 20 
Survival (s) 2ea0 10 Negot/ Diplo 20 Physics 25 
ST Security 30 Streetwise 10 ST Sensors 40 
Sm Unit Tactics 110 Trade 8 Comm 25 Sciences (s) [Total] 100 
Specialties 30 Specialties 30 

Espionage 4 years Engineering 3.5 years Medical 3.5 years 
Bribery 20 Comp Tech 20 Admin 15 
Comp Op 10 Dmg Ctrl Proc 10 Biology 20 
Comp Tech 10 Def Shield Tech 110 Botany 20 
Cbt, Armed, Knife 20 Electronics 15 Chemistry 20 
Cbt, H-T-H 30 Enviosuit Op 10 Computer Op LO 
Cbt, Marks Mod 20 Instruction 10 Instruction 10 
Culture(s) 10 Life Supp Tech 20 Leadership 10 
Electronics 10 Mechanics 15 Life Supp Tech 15 
Lang (s) 3ea @ 15 PersWpn Tech 110 Med, Orion 40 
Law (s]) 10 Shuttle Sys Tech 20 Med {s (Total) 40 
Med, Orion 10 SmEqSys Tech 20 Negot/ Diplo 15 
Negot/ Diplo 15 ST Comm Tech 10 Psych, Orion 25 
Pers Wpn Tech 10 ST Eng 30 Psych, (s) (Total) 25 
SmEqSys Tech 10 ST Wpn Tech 10 Specialties (Total) 30 
ST Comm Op 10 Transporter Op 10 

ST Comm Tech 10 Transporter Tech 15 Bonus Rolls for All 
ST Security 20 Warp Drive Tech 30 INT/10 rd = + Rolls 
Streetwise 20 Specialties [Total] 30 1d10 each 
Surveillance 20 Any skills, new or old 
Survival (s) 10 

Specialties (Total) 20 Goto p11 for Command School 


and Career Advancement 


ORION SPACE NAVY 
In most respects (including pay), the duties of the Orion 


Space Navy greatly resemble those of Star Fleet Command. 
Although legally restricted to the boundaries of Orion 
Space, the OSN frequently ventures into the Neutral Zone 
and the Triangle. lt protects the commerce within these 
areas but cannot enter the Federation, even in pursuit of a 
fleeing pirate, without first notifying Star Fleet. Technically 
allied with Star Fleet, the OSN never fully cooperates with 
them. As their borders are protected from without and 
incursions of hostile spacecraft into Orion Space are rare, 
the OSN has little to do but practice maneuvers and attend 
lavish social functions. Under these conditions, officers 
find it easy to keep their blindingly white uniforms spotless. 

Player characters may join the Navy as either a recruit 
or an officer candidate at the age of 18. 
Recruits 

As the military arm of the Botchok Planetary Congress is 
desperate for servicemen, player characters wishing to 
serve as recruits need make no rolls to enter. 
Basic Training 

For one year of basic training, the character receives 
the following skills. 


Recruit Basic Training 
Cbt, Marks Mod 10 


Cbt, Ar, Knife 10 
Cbt, H-T-H aa 
Computer Op 10 
Enviosuit Op 10 
Pers Wpn Tech 10 
Survival 10 
Vari-G Op 10 


Characters also spend their time acquiring skilis of their 
own choosing. Players may select any four skills and roll 
1D10 for the ratings in those skills. If desired, a skill may be 
chosen more than once. 

After finishing their one year of basic training, recruits 
immediately enter service. Although required to serve at 
least four years, bribes and well-placed connections may 
decrease this service time (gamemaster's discretion). 


Officers School 

Instead of joining the Orion Space Navy as recruits, 
player characters of sufficiently high birth and indifferent 
ambition may try to become an OSN Officer.The officers of 
the OSN tend to be of two types, with a smattering of in- 
betweens. Either they are the lesser sons of prominent and 
wealthy families spending their years wearing a pretty 
uniform and pretending to be military men, or they are closet 
militarists seeking a way out of the trap into which the 
Space Navy, indeed all Orions, have fallen. The social 
butterflies seem to have the upper hand, but the BPC 
retains true military minds in strategic positions where they 
might be needed. Despite the stories, the OSN is neither 
completely corrupt nor wholly incompetent. 


Academy Acceptance Table (roll 1410) 


Disadvantaged 1 2-0 

Female 1-2 3-0 

Male 1-4 a) = (0 
Basic Training 


Officer-candidates spend four years in Orion Space 
Naval Academy basic training. At the end of this time, they 


Adminstration 10 
Astron/ Astro 10 
Carousing 20 
Cbt, H-T-H 10 


Cbt, Marks Mod 20 
Cbt, Ar, Sword 15 


Enviosuit Op ia. 
Gaming 20 
Gambling 20 
Lang (s) 3ea @ 20 
Leadership 20 
Pers Wpn Tech 05 
Philo, Politics 10 
Orion History 20 
Orion Law 20 
Sm Unit Tactics 10 
ST Nav 10 
ST Cbt, Tac/ Str 10 
Streetwise 10 
Survival (s) 10 
Vari-G Op (Ve 


Bonus Rolls 
(INT/10 rd) +5 in any skills, new or old. 


Fields of Specialization 

OSN personne! must gain specialty training in one of the 
following fields: Helm/Navigation, Engineering, 
Communications, Weapons/Defense, Medical, Science, 
Financial/Clerical, or Diplomacy. However, the OSN course 
load is easier than that of the Explorers. After choosing his 
specialization, the player character attends that school and 
receives the skills and skill ratings listed under his 
specialization table. Helm/Navigation, Communications, 
Weapons/Defense, Medical, and Financial/Clerical training 
take two years, and Engineering, Science, and Diplomacy 
training take two and a half years. 
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c Green Orion characters with a socioeconomic class of + Helm/Navigation or Diplomacy specialty, and Ruddies with a 
O cannot enter the Helm/Navigation, Weapons/Defense, socioeconomic class of 1 cannot enter the 
“p> Science, Financial/Clerical, or Diplomacy specialty. Greens Weapons/Defense specialty. Ruddies with a socioeconomic 
(© with a socioeconomic class of 2 cannot enter either the class of 9 or 10 cannot enter the Medical specialty. 


S 
E NAVAL OFFICER SPECIALTY TRAINING 
© Pilots Comm Weapons 
O Astron/ Astro 20 Bribery 10 Computer Op 10 
5 Carousing 25 Computer Op 10 Computer Tech 10 
+ Computer Op 10 Comp Tech 10 Dmg Ctrl Proc 25 
S Dmg Ctrl Proc 10 DmgCtrl Proc 10 Def Shield Tech 25 
£ Shuttle Pilot 30 Lang (s) 3ea@ 20 Electronics 10 
@ STCbtTac/Str 20  Negot/Diplo 10  STCbtTac/Str 20 
O ST Navigation 20 (Si Comm Oo 40 ST Sensors is 
c ST Helm 20 ST Comm Proc 20 ST Weapons Op 40 
O ST Sensors 10 Trivia (s)(Total) 20 ST Wpn Tech 25 
Se Trivia (s) (Total) 25 Specialties (Total) 10 Vari-G Op 10 
O Specialties (Total) 10 Specialties (Total) 10 
Science Medical Engineering 
Computer Op 1a Admin 20 Comp Op 10 
Computer Tech Wie Biology 15 Comp Tech 20 
Electronics 10 Botany 15 Dmg Ctrl Proc 110) 
Gaming 10 Chemistry 15 Def Shield Tech 10 
Physics 30 Computer Op 10 Electronics 15 
ST Sensors 40 Life Supp Tech 05 Life Supp Tech 10 
Sciences (s) (Total) 80 Med, Orion 40 Mechanics 15 
Med (s) (Total) 30 Shuttle Sys Tech 10 
Negot/ Diplo 20 SmEqSys Tech 20 
Psych, Orion 20 ST Comm Tech 10 
Specialties (Total) 10 ST Eng 20 
ST Wpn Tech 10 
Transporter Op 10 
Finance Diplomat Transporter Tech 10 
Admin 25 Admin 10 Warp Drive Tech 10 
Appraisal 20 Appraisal 20 Specialties [Total] 10 
Computer Op 28 Bribery 10) 
Gaming 20 Carousing 10 
Lu (s) (Total) 30 Culture (s) 10 Bonus Rolls for All! 
egot/ Diplo 20 Lang (s) eea@ 20 INT/10 rd = # Rolls 
Streetwise 20 Law (s)(Total) 20 idin each 
Trade & Comm 30 Negot/ Diplo 40 A Kill id 
Specialties (Total) 10 Psych (s] 10 eterno 


Streetwise 10 
Trade & Comm 10 
Specialtiess [Total] 10 


10 


in Diplomacy school, the character is being groomed to 
advance Orion policy through negotiation, compromise, and 
political maneuver. Diplomats mediate between 
corporations and powerful families at least as often as they 
negotiate between the Colonies and the Federation, the 
Klingon Empire, or the Romulans. Diplomats tend to be more 
peaceful and reasonable people than most spacers. Lasting 
for two and a half years, this advanced training is intended 
to impart useful negotiating skills to those who have not 
been schooled from birth in politics. 
Outside Electives 

Although player characters in the OSN learn less skills 
than those in Explorer School, they do have more time to 
pursue hobbies and electives. To find the number of skills 
that the player may improve, divide the character's int score 
by 10, round down, and add three. Players may improve any 
skills they wish. Roll 1D10 to find the number of rating points 
acquired in the skill. If desired, a skill may be chosen more 
than once. 


COMMAND SCHOOL 


Either because an Orion shows much promise or has 
gained much useful experience, he may be tapped for 
advanced training in a less-physical but more grueling 
occupation. The training could come from a corporate 
sponsor or from a planetary or even local government and 
could take the form of rigorous schooling or in-the-field, 
hands-on experience. Sometimes, it is a form of reward for a 
long and effective career, and sometimes, it is just a rather 
elaborate way of getting someone out of the way by kicking 
them upstairs. 

In Command School, the character learns the ways of 
leadership and control in multifaceted Orion society. 
Possession of these skills does not give a character higher 
rank or status, they merely give the character a fighting 
chance to survive in higher levels of authority. Command 
School lasts for two years. 


Command School Skills 


Appraisal 13 
Administration 20 
Bribery ks) 
Leadership 30 
Psych, (s] 20 
Negot/ Diplo 30 


STEbt Tac Str 30 
Trade & Comm 15 


Advanced Training 

While attending Command School, a player character 
may also take advanced training in any skill previously 
acquired. The number of skills that may be improved equals 
the character's int score divided by ten, rounded down. The 
player may choose a skill more than once. Roll 1D10 to 
determine the number of skill rating points to be added to 
the character's present rating. 
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CAREER ADVANCEMENT 

Once a character has been generated, a player may 
wish to start that character in a campaign only after time 
and experience have 'seasoned' him, adding to his skill 
ratings. A gamemaster might also wish to begin play with 
some characters older and presumably wiser than others. 


Like Star Fleet officers, Orion player characters serving 
with the Explorers and the Orion Space Navy must 
determine the number of terms served between graduation 
and the beginning of the campaign. Then, the player must 
calculate the length of each term and must determine which 
skills are advanced. This information helps bring a 
character to life, and players should elaborate on this 
information as much as possible. 

Number of Terms 

To determine the characters number of terms served, 
roll 1D10, divide by two, and round down. If the result is 0, 
make it 1. Then, modify the number of terms by the following 
tables. 


MODIFIERS TO NUMBER OF TERMS SERVED 


For Attributes 
INT 60+ -1 
Luc 60+ —1 
Luc 40 or less +1 

For Sex 
Female +1 

For Destined Position, Cumulative 
Archcaptain +3 
Captain +2 
First Officer +2 
Department Head +1 

For Destined Officer Rank 
Fleet Admiral +6 
Admiral +5 
Rear Admiral +4 
Commodore +3 
Captain +2 
Commander +1 
Lieutenant Commander +1 
First Lieutenant No Modifier 
Lieutenant No Modifier 
Ensign -1 

For Destined Enlisted Rank 
Master Chief Petty Officer +5 
Senior or 1st Chief Petty Officer +3 
Chief Petty Officer +2 
Spaceman, First Class +1 
Spaceman +1 
Recruit No Modifier 
Boot No Modifier 
Punk Boot -1 


PLUS MODS NEXT PAGE ===- 


uodIgeuauag) Ja39eJ1ey) uoo 


Orion Character Generation 


For Socioeconomic Class 
Helm/Navigation Specialty 

Race Socioeconomic Class 

109 8 7 6 5 4 

Ruddy 3 2210 +1 + 

Green N/A NAO +1 +1 +2 +3 
Engineering Specialty 

Race Socioeconomic Class 


109 8 7 6 5 4 


Ruddy +3 +2 +2 +10 -i -i 
Green N/A NAO -1 1 -2 2 
Communications Specialty 
Race Socioeconomic Class 
10 9 8 7 6 5 4 
Ruddy +4 +3 +2 +2 +410 0 
Green N N 2-10 0. + 
Weapons/Defense Specialty 
Race Socioeconomic Class 
10 9 8 7 6 5 
1 
Ruddy 2-3-3 2-10 0 
Green N/A N/A -1 0 O +1 +2 
Guards Specialty 
Race Socioeconomic Class 
109 8 7 6 5 4 
Ruddy P #4 43 +3 +2 +2 +1 
Green N/A N/A3 -2 -1 1 0 


Medical Specialty 


Race Socioeconomic Class 
109 8 7 6 5 4 

Ruddy P P +3 +2 +1 +1 +2 

Green NANA-2 -1 0 0 +1 

Science Specialty 

Race Socioeconomic Class 
109 8 7 6 5 4 

Ruddy +2 +1 +410 0 0 + 

Green N/A NAO 0 O +1 +2 


Financial/Clerical Specialty 


Race Socioeconomic Class 
109 8 7 6 5 4 
Ruddy -1-10 0 0 0 0 
Green NANA-1 0 O +1 +1 
Espionage Specialty 
Race Socioeconomic Class 
109 8 7 6 5 4 
Ruddy 322-100 +1 
Green N/A NAO +1 +2 +3 +3 
Diplomacy Specialty 
Race Socioeconomic Class 
109 8 7 6 5 4 
Ruddy -2 -2 -i -1 -1 0 0 
Green N/A NAO 0 +1 +1 +2 
Key 


3 2 
+2 +2 
+4 P 


-2 
+3 


+4 


+ 
—_ 
oon 


+1 
+2 


+2 
+4 


P:A character with this socioeconomic class 


study this specialty. 


1 
+3 
P 


-1 


+4 


+2 
+2 


Length of Term 
Each term lasts from one to five years. To find the term 
length, roll 1D10, divide by two, and round down. A 
character must spend at least one year in a term. 
Orion Naval Assignments 
< 10 Public Relations 
11 - 20 Academy Instructor 
21 - 35 Major Space Lanes 
36 - 50 Minor Space Lanes 
51 - 60 Inspection 8 Compliance 
61 - 75 Outpost Support 
76 - 90 Yard Master 
91 - OO Frontier 


Modifiers for both tables 


NI 697 -10 
LUC 60+ -10 
<35 A0 
Socio <3 -10 
8+ 10 
Carousing 40+ -10 


Every Tour concludes by rolling 


Officer Efficiency Rating 
< 33 Ex Stay or roll next assign 


34 -66 Av Roll Tour normally 
67 + Po +25 next Assign roll only. 


Tours also defined by Ship, Crew & Quality. 
Roll straight 1d10 per each category. 
Use to flavor character experience. 


1-5 6-8 9-0 

Crew: Medium / Small / Large 
Ship: Medium / Small / Large 
Quality: Ok / Exc / Bad 


NEW SKILLS 
For each year served, roll 1410 in any 
skill, new or old, as many times as like. 


CHARACTER AGING 

The critical age for both Ruddy and Green Orions is 60. 
For every 10 full years over that, the player character must 
make Saving Rolls against his str, END, DEX, and int scores. 
If a roll fails, roll 1D10 and reduce the attribute by that 
amount. 

Should the character miss the int Saving Roll, the 
character has begun to /ose skill rating points due to failing 
mental abilities. For every point of int score reduction, the 
player must reduce one skill by 1D10, beginning with the 
skill with the highest rating and working down. Although 
these skills are not lost any faster than any others, the loss 
of them reflects the greater impact of age on the character. 

Should any attribute of a Ruddy Orion fall below 25 (35 
for a Green), that character has succumbed to age. 
Gamemasters may roll 1D10 for the number of years before 
death overtakes the character. 
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GREY ORION GENERATION 


Because they understand machines and preside over all 
of Orion knowledge, Greys may go into careers not normally 
open to other Orions. It is a unique advantage, but it is 
balanced by a unique disadvantage. Thanks to genetic 
tampering, all Grey Orions suffer from inherited disabilities 
of varying severity. These handicaps stifle the acquisition 
of background skills, and profoundly affect the Grey's 
career choices. 


HANDICAPS 

Gamemasters should remember that Greys are 
consummate tool-users and machine-handlers. If there is a 
mechanical way around a problem, they will find it. For 
example, there is no reason why a blind Grey cannot be a 
doctor. He may need special instruments for examinations 
and may have trouble performing surgery, but he may still 
acquire medical knowledge and use such things as sonar 
and sight-to-touch computerized translators, making him all 
but indistinguishable from a sighted physician. Players and 
gamemasters should use their creativity to provide 
solutions. No problem is insurmountable. 


GREY ORION HANDICAP TABLE 

Die Roll (1D100) Result 

01 Asthma: Characters lungs are weak and prone to 
congestion. eno score is halved, rounded up. Avoid all 
exertion. 

02 Dust sensitivity: The character must breathe filtered air 
at all times, either in a sealed environment or using a 
mask. If not, make a Saving Roll against one-half the 
character's eno score, rounded down, or suffer 
respiratory arrest. 

03 Humidity sensitivity: As for Dust Sensitivity (02), but the 
character cannot tolerate air that is too dry or too wet. 

04 Heat sensitivity: The character must be below a specific 
temperature to avoid heat exhaustion. If not, make a 
Saving Roll against one-half the characters eno score, 
rounded up. Failure means character will fall 
unconscious in 1D10 minutes unless the proper 
temperature is restored. 


05 Cold sensitivity: As for Heat Sensitivity (04), but the 
character must stay above a certain temperature or 
suffer hypothermia. Save against one-half the eno 
score, rounded up, or the character loses 
consciousness in 1D10 minutes. 

06 Food allergies: The character can eat only a specially 
prepared diet free of antagonistic chemicals. Eating the 
wrong foods can cause poisoning, respiratory 
difficulties, abdominal pain, nausea, and other 
unpleasant effects up to and including death. 

07 Skin allergy (Natural substances): The character must 
avoid wool, cotton, feathers, or any other such 
unprocessed material or else suffer skin eruptions, 
respiratory difficulties, or both. 

08 Skin allergy (Synthetic substances): The character 
must avoid processed materials and textiles, as well as 
plastics in almost any form or else suffer skin 
eruptions, respiratory difficulties, or both. Airborne 
chemicals can produce the same drastic results. 

09 Skin allergy (Plants): As for Natural Substances (07), 
but specifically for growing or recently cut life. 
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10 Skin allergy (Animals): As for Natural Substances (07), 
but more specifically for the pelts, loose hairs, or even 
the tanned hides of animals. 

11 Skin allergy (People): As for Natural Substances (07), 
but more specifically for the touch or sometimes just 
the presence of other Orions or even other humanoid 
aliens. 

12 Mild skin eruptions: The character suffers from 
mysterious, random outbreaks of unsightly and often 
itchy blotches, pimples, or pustules on his exposed 
skin. 

13 Severe skin eruptions: The character suffers from 
occasional painful and hideous outbreaks of blisters, 
coarse skin, peeling, and raw exposed flesh where the 
skin has come off entirely. 

14 Skin ulcers: As Severe Skin Eruptions (13), but marks 
are permanent. 

15 Uncontrollable facial twitching: Sometimes more severe 
when the character is under stress, this twitching 
distorts his features but does not normally interfere 
with speaking. 

16 Palsy: Character suffers from uncontrollable, but mild, 
trembling. Reduce vex score by one-fourth, rounded up, 
to reflect the loss of fine control. 

17 Severe palsy: The character shakes like a leaf all the 
time, even when asleep. Reduce enb score by one- 
fourth and pex score by half, both rounded up. The 
character may not run or do anything strenuous. 

18 Myasthenia gravis: The character suffers from chronic 
muscle weakness that occasionally gets much worse. 
Reduce sra score by one-third, rounded up.There is a 
ten percent chance per day that str will drop 
temporarily to one-tenth this value. If str falls below 10 
the character is bedridden, unable even to roll over. 
This condition may persist for several days or even 
weeks. 

19 Spastic paralysis: The character suffers from a 
constant state of muscular contraction that twists his 
limbs and hands into almost immobile positions. 
Reduce both stra and Dex scores by three-fourths, 
rounded up. The character cannot walk or even stand 
without aid. Unless cared for by machines or people, 
the character cannot perform even the simplest tasks. 

20 Dwarfism: The character never reaches the stature of a 
normal adult, but matures abnormally short. This result 
encompasses both true dwarfism (normal torso, small 
arms and legs) and midgets (small all over). Reduce 
both sta and eno scores by one-half, rounded up. The 
character is roughly half the size of a full-sized adult. 

21 Glantism: The character may be well over 125 percent 
the size and bulk of a normal adult. Increase str score 
by one quarter, rounded down. Reduce vex score by 
one-tenth, rounded up. The critical age for a character 
afflicted with giantism is 50, as unchecked growth 
places a great strain on the organism. 

22 Osteoporosis: The character suffers from an insidious 
disease that weakens the structure of his bones. 
Whenever this character suffers 10 or more points of 
damage, at least one bone has been broken 
somewhere in his body. Double the normal time it takes 
to heal. The character may never carry anything 
heavier than one-fourth his str in kilos. A greater weight 
requires a Saving Roll against his str score 
minus one for every kilogram over the limit. Failure 
breaks at least one bone and forces the character to 
drop his burden. 
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23 Ossification: Rough deposits of bone-like material col- 
lect in the character's joints, reducing their mobility and 
causing great pain. This condition worsens over time, 
eventually immobilizing the character. For every year of 
age over 18, reduce the character's pex score by one. 
When performing any strenuous physical activity, the 
character must make a Saving Roll against his vex, or 
the pain forces him to stop. 

24 Miid arthritis: The character's joints are getting cranky 
and old, regardiess of the characters age. Make a 
Saving Roll against the character's pex score. If the roll 
fails, reduce the vex score by 5. This roll is performed 
only once. 

25 Moderate arthritis: As for Mild Arthritis (24), but if the roll 
fails, reduce pex score by 10. 

26 Severe arthritis: Treat as Ossification (23). In time, the 
character's hands will become twisted immobile claws, 
next to useless. 

27 Light-sensitive eyes: The character suffers no ill effects 
from artificial lighting or darkness, but 1D10 hours of 
direct sunlight force him to to rest his eyes for an hour, 
preferably in darkness. 

28 Light-sensitive skin: Character has a built-in sun allergy. 
if exposed to direct sunlight for an hour or more, the 
character's skin burns, turning a startling shade of 
paperbag brown. Longer exposure produces a more 
severe burn; one hour does 10 points of damage, the 
second 20, the third 40, and so on. Hospital care will be 
necessary for exposure of two hours or more. If curr op 
eno falls to zero or less due to sun damage, the 
character dies of sunburn. 

29 Distorted vision: The character has a kind of astigma- 
tism and cannot see clearly at any range. Retinax V 
and other ocular compounds do not work well on 
Orions, and Grey Orions tend to be allergic to them 
anyway. 

30 Nearsightedness: The character cannot see things more 
than a few meters away. Severity is up to the 
gamemaster, and lenses are the usual cure. 

31 Farsightedness: The character cannot see things clear- 
ly unless they are at least a few meters away. Severity 
is up to the gamemaster. 

32 Red-green colorblindness: The character is unable to 
distinguish between the colors red and green; they 
appear to be the same. The character may run into 
problems dealing with non-Grey Orions. 

33 Blue-green  colorblindness:The character cannot 
distinguish between green and blue-colored objects. 

34 Yellow-orange colorblindness: The character cannot 
distinguish between these two colors. 

35 Complete colorblindness: The character sees ail colors 
as shades of grey. 

36 Night blindness: The character cannot see well in dim 
light. When the lights go out, this character is blind. 

37 Day blindness: The character can see only in dim light. 
In bright light, even bright artificial light, he must shield 
his eyes, which may suffer internal burns from normal 
light. Sunglasses, even indoors, are necessary 
protection. 

38 Blindness: Whether progressive or sudden, the char- 
acter can no longer see. The condition is permanent 
and irreversible. 

39 Tinnitus: The character constantly hears ringing in his 
ears. Although the character can tune out the noise, he 
cannot hear very well. When he tries to listen harder, he 
becomes aware again of the maddening sounds in his 
head. 


40 impaired hearing: Characters who suffer from this are 
partially deaf. They can hear most sounds, but may 
have difficulty understanding voices. Shouting at them 
does not help. They may have to make a Saving Roll 
against their int score to hear correctly. 

41 Impaired balance: Something is wrong with the 
character's inner-ear mechanisms. If he is sitting or 
standing still, there is no problem. However, if he has to 
walk, run, climb, or jump, he must save against one- 
fourth his pex score, rounded up, or else become dizzy 
and lose his balance. Zero-G operations are not 
handicapped. 

42 Total deafness: The character can hear only loud 
sounds faintly, but he can feel vibrations in water, air, 
or through the floor. In some cases, speech is also 
affected, resulting in slurred or unclear speech and 
requiring the listener to save against his int score to 
understand. 

43 Constant itching: The character's skin is acutely 
sensitive and itches for the slightest cause or no cause 
at all. Although not continuous, when the condition 
does occur, it can drive everything else out of a 
character's mind. At such times, reduce the 
characters int score by one-fourth and pex score by 
one-half, rounded up, to reflect the distraction. 

44 Touch-sensitivity: The characters skin is acutely 
sensitive to any light touch, which the character 
perceives as pain. They may find even the lightest 
clothing too difficult to wear. Treat as for constant 
itching when required. The sufferer is not troubled by 
pressure or any touch that is firm. 

45 Pressure-sensitivity: Any pressure on any part of the 
character's body, including simply sitting, causes pain. 
Light touches are not enough to trigger the reaction, 
but a handshake is uncomfortable, and hugs cannot be 
withstood. 

46 insensitivity to burns: The character cannot feel heat. If 
he encounters hot metal, liquid, or flame, he does not 
feel himself getting burned. Extreme cold can also burn 
him without causing pain. Of course, the danger is that 
he will not jump back when burned, and so he will suffer 
more damage. 

47 insensitivity to cuts: The characters skin is 
largely without sensation, and he cannot feel minor 
punctures, abrasions, scrapes, or cuts. As deeper 
injuries involve deeper nerves, they will cause pain. 
Unless the character is very careful, he will constantly 
be hurting himself without noticing it, possibly causing 
permanent damage. 

48 insensitivity to bruises: The character cannot feel pain 
from blows or constant pressure. When taking physical 
damage from a blunt weapon (clubs, stoves, furniture, 
and so on), the character's unc THRESH becomes -20. A 
character whose curr or eno falls to -20 from such 
damage does not become unconscious; he dies. 
Medical care is needed to keep him alive if the damage 
leaves his cuan or eno between 5 and —20. 

49 Insensitivity to pain: The character is totally free of all 
pain. The provisions for all the above insensitivities 
(4648) apply, and in addition, the character's eno 
score drops one point every year due to cumulative, 
unavoidable damagé acquired from normal bumps and 


scrapes. 
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50 Total numbness: The character is free from pain, and 
suffers all the consequences of the previous 
insensitivities (46-49). In addition, the character 
cannot feel any light touch or pressure. He can move 
normally, but can feel nothing at all. Therefore, he will 
suffer an eno loss of two points a year, unless he can 
make a Saving Roll against one-half his int score, 
rounded up. If successful, he loses only one point. 

51 Premature aging: The character's Critical Age is now 
equal to 20 + 1D10 years (instead of 40), and he will 
suffer the progressive loss of attribute score points 
from that age, not ten years afterward. In addition, he 
begins to look old with thinning, hair and wrinkled, 
saggy skin. 

52 Epilepsy: The character suffers from random seizures. 
Although they leave no permanent damage, these 
seizures render the character unconscious for roughly 
an hour. Often there is no warning to these seizures, 
which may occur at any time. Stress does not induce 
seizures; they are on their own timetable. 

53 Severe epilepsy: In addition to falling unconscious at 
random times, the character also suffers convulsions 
that may cause damage to himself. Seizures last 1D10 
minutes, and the character may take from 1D10 to 
2D10 points of damage, depending on whether he hits 
any objects. Afterward, he will sleep deeply for 1D10 
hours. Stress does not affect the occurrence of 
seizures in any way. 


54 Stress convulsions: Although like Severe Epilepsy (53), 
these convulsions are triggered only by stressful 
situations—gamemaster's option as to saving rolls. in 
addition to suffering all Severe Epilepsy (53) results, 
the gamemaster must roll 1D100; on a roll of 00, the 
character must immediately attack, with bare. hands or 
any weapon, the nearest character, friendly or not, and 
cannot break off the attack. If there are no characters 
present, the sufferer vandalizes whatever room he is 
in. For the duration of such seizures, increase the 
character's sm and enp scores by one-half, rounded 
down. Such seizures last only 1D10 minutes, followed 
by 1D10 hours of deep sleep. He may or may not 
remember what he has done. 
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55 No sense of smell: The character cannot smell or taste a 
thing, or suffers 'shadow scents' that make steak taste 
like sand or cardboard like caviar. On top of that, they 
cannot detect the leak of invisible gases, and so have 
no warning of them. On the plus side, such Greys are 
not affected by Green Orions' pheromones. Greens 
who deal with the afflicted character suffer a loss of 20 
points from their own cHa score. 

56 Oversensitivity of smell: The characters senses of 
taste and smell are hyperdeveloped. Although this 
allows him to be adept at detecting minute scents and 
distinguishing between them, it also exposes him to the 
full effect of any offensive odor or taste. These have no 
great effect on such characters, but sufferers 
generally prefer to wear special filter masks to keep 
from being overwhelmed. Most Greys so afflicted are 
lean because eating is a taxing experience. They 
cannot tolerate unfiltered Greens at all. 

57 Immune deficiency: The character has no natural 
defense against microbes. Unless his air, water, and 
food is sterilized, he will catch all sorts of painful 
diseases. He cannot pass these illnesses on to others, 
but he will suffer their full effects and may even die from 
them. Without unflagging medical aid, nearly any 
infection he contracts can kill him. 

58 Cardiac weakness: To all appearances, the character is 
unaffected, but if he exerts himself or gets unduly 
excited, he must make a Saving Roll against his enp 
score. If he fails, he must sit or lie down and take it 
easy for a while. A character may force himself to go on 
in spite of the pain, but he is in danger of just dropping 
dead. The gamemaster must decide how long the 
character can ignore the warning before either the pain 
stops him or he keels over. 

59 Mild digestive disorder: The character has a weak 
stomach, suffers gas, or cannot digest some kinds of 
foods. 

60 Severe digestive disorder: Unable to digest most foods, 
the character lives on a special diet. The result is much 
like that for Food Allergies (06), but poisoning is 
guaranteed if the character ingests the wrong foods. in 
some cases, even water may be difficult to absorb. 
Afflicted characters will need supplemental injections 
regularly to avoid poisoning or permanent damage to 
internal organs. 

61 Constant abdominal pain: This handicap has no specific 
cause but a poignant and constant result. The 
character has difficulty eating or drinking anything, and 
nausea may immediately follow. Exertion of any kind is 
too painful to ignore. Other than being a little skinny, 
the sufferer is apparently normal. 

62 Cystic fibrosis: The character's lungs constantly fill with 
fluid and must be drained at least once a day or the 
character will suffocate. In addition, the character is 
more susceptible to infections, particularly of the lungs 
and respiratory tract. Reduce eno score by one-fourth, 
rounded up. Any great exertion will cause a coughing fit 
that immobilizes the character indefinitely and may 
cause 1D10 points of damage (gamemaster's option). 

63 Hormonal immaturity: The characters body has not 
grown up and never will. They appear to be oversized 
children, with rounded features, baby fat on body and 
limbs, and no body hair. Their voices remain childlike, 
and, though their minds are not affected, they may 
behave like children. 
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64 Chronic depression: The character suffers an emotional 
disorder that occasionally causes him to be extremely 
depressed, even despondent, with no apparent cause. 
An onset may last for days and saps the character's 
will to act. He must make a Saving Roll against his int 
score or become unable to either complete any long or 
involved task or face another sentient being. One other 
character may add one-tenth his cha score, rounded 
down, to the afflicted characters roll. The player 
character may attempt such a roll once per day. 
Extreme shock or urgency will temporarily overcome 
the effects of this disorder, allowing the character to 
function in an emergency, but he may or may not break 
out of his depression. Drugs have some value, but not 
alot. 

65 Manic-depression: When the character is not suffering 
from Chronic Depression (64), he is as irrationally 
happy and energetic as he was depressed and 
lethargic. Characters in the grip of a mania may work 
around the clock on one project, which they will not let 
alone until they have completed it perfectly. Affected 
characters cycle from one extreme to the other. The 
length of such cycles varies greatly and is affected by 
the characters success or failure at a job, the 
presence or absence of friends, or any normal 
emotional reaction. Sometimes, there are periods of 
normalcy between the swings. Mania exhausts a 
character, leaving him vulnerable to depression. Drugs 
can help either mood extreme, but there are no 
compounds that can eliminate the cycle completely. 

66 Euphoria: The character suffers occasional bouts of 
unwarranted, unexpected happiness. Unlike mania, 
which tends to be task-oriented, euphoria simply keeps 
a character from experiencing sadness. While in the 
grip of this emotional disorder, he tends to act quite 
drunk. 

67 Anxiety: A character with this emotional disorder cannot 
overcome feelings of dread toward everything, 
including facing strangers, talking to a group, trying to 
learn a new skill, and confronting the unknown. The 
character must save against his inr score or be unable 
to act at all. Periods of anxiety come and go at random. 

68 Paranoia: Paranoia causes a character to feel that he is 
being watched, judged, or plotted against. A sufferer 
will concoct and believe the wildest schemes to explain 
odd coincidences. There are no drugs that help this 
condition. The other characters should watch paranoid 
characters closely—which may precipitate a crisis 
itself. 

69 Narcolepsy: The character tends to fall asleep at the 
most inappropriate (or at least oddest) times. Attacks 
of narcolepsy resemble those of Epilepsy (52), except 
that they are triggered by specific things—fear, 
anxiety, amusement, excitement, or some other 
powerful feeling. An afflicted character must save 
against one-half his int score, rounded down, to keep 
from dropping off. Fortunately, only one type of feeling 
brings on attacks in any one individual—for instance, a 
character might have to avoid anything funny because 
laughter causes him to fall asleep. Although attacks 
are generally short, a character will sleep 1D10 hours 
unless wakened by another character. 


70 Severe water retention: The characters body retains 
most of its moisture. Such characters appear bloated 
or fat, but their bodies have no tone or firmness. 
Worse, any exertion causes them to sweat profusely, 
usually with a sour, unpleasant odor, and makes them 
desperately thirsty. Active characters do not suffer 
damage if they do not drink something, but they lose 
one-fourth of their ir score, rounded up, until they do 
drink. 

71 Obesity: The character suffers from an abnormal weight 
gain, with or without a corresponding increase in 
appetite, and becomes quite fat. Dex, END, and CHA 
scores are all reduced by one-fourth, rounded up. If the 
character's str score is 40 or less, it is reduced by one- 
fourth, rounded up; if it is 41 or greater, it is increased 
by one-fourth, rounded up. (Fat is hard to carry around, 
but some people paradoxically get more exercise that 
way.) 

72 Skeletonization: The character suffers from an inability 
to gain weight, becoming extremely thin and bony no 
matter how much he eats. sra and enn scores are 
reduced by one-half, rounded up, but str may never fall 
below 10. 

73 Neurofibromatosis: Also known as the Elephant Man's 
disease, this affliction causes tumors to grow 
throughout the character's body. Mobility is affected as 
for Ossification (23), and the character's Dex, cha, and 
sra scores lose 1D10 points a year. When both str and 
pex reach zero, the character dies. This condition may 
render a character hideous, but does not affect the 
mind or emotions and causes little pain. 

74 Plated skin: This condition renders the character's skin 
into a coarse pattern of hornlike plates, very like the 
skin of an alligator. All parts of the body not covered by 
hair, including the face, hands, and feet, are affected, 
and the victim's hair will fall out as the platelets 
gradually advance. Reduce pex score by one-tenth, 
rounded up, and reduce cha score by one-half, rounded 
up. All attacks against the character must subtract 5 
points of damage due to the armor-like effect of the 
skin. 

75 Too few fingers or toes: Roll 1D10 to determine the 
number of fingers and toes the character has. (On a roll 
of 10, roll again.) Divide them equally between both 
hands or feet, or as evenly as possible. What fingers 
and toes the character has tend to be larger and 
stronger than the normal number. Reduce pex score by 
10 if the character has 6 fingers or less. 

76 Too many fingers or toes: Roll 1D10, divide by 2 and 
round down to determine the number of additional 
fingers for each hand or toes tor each foot. Increase 
pex score by 5 if the character has more than seven 
fingers per hand. 

77 One hand missing or deformed: Whatever may be left of 
a hand (right or left is gamemasters choice) is 
nonfunctional. Reduce ex score by 10. 

78 Both hands missing or deformed: Character has only 
nonfunctional stumps. pex score may not be higher than 
10, but prosthetics may be fitted to preserve an 
existing Dex. 7 

79 One arm missing or deformed: The character's arm (right 
or left is gamemasters choice) is nonfunctional. 
Reduce pex score by 15. 
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80 Both arms missing or deformed: Character can neither 
handle nor operate any apparatus. Prosthetics may be 
fitted but the resulting pex score can never be more 
than halfthe character's original pex, rounded up. 

81 One foot missing or deformed: The character walks with 
a limp and may not be able to run (gamemaster's 
option). A prosthetic can eliminate the problem. 

82 Both feet missing or deformed: The character may not 
walk unless fitted with prosthetics. Walking will then be 
normal, but running requires a pex Saving Roll to keep 
from stumbling. 

83 One leg missing or deformed: Character cannot walk or 
run without a prosthetic. Any remaining leg must first be 
removed. While running, vex is reduced by 15, and the 
character must make a vex Saving Roll to keep from 
stumbling. 

84 Both legs missing or deformed: As for One Leg Missing 
or Deformed (83), but prosthetics for both legs must be 
fitted. 

85 Hunchback: The character's spine bulges upwards from 
just behind the neck, constricting the chest and making 
it difficult to breathe. Reduce cHa score by one-fourth, 
rounded down. If he exerts himself, the character must 
make a Saving Roll against one-half his eno score, 
rounded up, to keep from getting winded. 

86 Hydrocephalous: The character suffers from an 
enlarged and possibly asymmetrical head. Intelligence 
is not affected, but the cha score is reduced by 10 
because of the characters strange and fearful 
appearance. 

87 Eye missing or displaced: Roll 1D10 to determine the 
distance in centimeters that an eye is displaced from 
its customary location. Alternatively, the eye may not 
be there at all; the other eye may be in a normal position 
or displaced. [Gamemaster's option: Roll 1D10. On a 
result of 10, both eyes are displaced.] Reduce pex 
score by 15. 

88 Ear missing or displaced: Place as for a Displaced Eye 
(87), but the displaced ear will look like a kind of hole in 
the character's head. Same option as above for both 
ears. Reduce vex by 15. 

89 Mouth missing or displaced: Roll 1D10. On a result of 10, 
the character has been born without a mouth. He must 
be fed through tubes and cannot speak at all. On any 
other result, displace the mouth as for Displaced Eye 
(87). Reduce cha score by three-fourths, rounded 
down. 

90 Nose missing or displaced: Treat as a Displaced Mouth 
(89). If the character's nose is missing, he also loses 
the senses of both taste and smell (see 55). He can still 
eat and talk, but he sounds strange. Reduce cha score 
by 10. 

91 Baldness: The character has no body hair at all, not 
even eyebrows. Reduce cha score by 10. 

92 Hairiness: The character has an overabundance of hair, 
which can be either a kind of down or coarse and thick 
and extends onto the face and hands. Both males and 
females may be affected equally. Reduce cha score by 
10. 

93 Odd coloration: The character is not grey, or at least not 
uniformly. They can be Ruddy or Green in shade, some 
other unusual color, or even striped or spotted like a 
Halfbreed. Reduce cha score by 10. 

94-95 Roli twice: Roll on this table twice. In no case may a 
character suffer from more than six handicap rolls. 
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96-97 Roll three times: Roll on this table three times. In no 
case may a character suffer more than six handicap 
rolls. 

98-99 Roll four times: Roll on this table four times. In no 
case may a character suffer more than six handicap 
rolis. 

00 Normal: The character may not reach this result after 
first rolling a number between 94 and 99. If 00 is the 
character's first roll on this table, the character suffers from 
no handicap at all. Some perverse throw of the genetic dice 
has spared him from the doom meted out to the Greys. The 
character may want to feign a handicap just to escape 
notice from non-Greys. 


BACKGROUND SKILLS 

There is not much that Grey Orions cannot learn, as time 
is so heavy on their hands and knowledge is supposed to be 
their job. Nevertheless, a curious sort of longing for more 
normal pursuits (preferably active ones) still lives in them 
even if they are not physically capable of performing them. 

To determine the number of Background Skills for a Grey 
Orion, divide his int score by 10 and round down. For each 
skill, the character receives a skill rating of 1D10. The 
player must choose at least two Technical skills for each 
Normal skill, and he may add no more than three rolls to any 
one skill. This does not include divisions within a skill—a 
character may roll three times for both Medical Science, 
General Medicine and Medical Science, Surgery. However, 
no more than two Trivia skills of any type may be chosen. It 
is up to the gamemaster to determine which skills a Grey 
Orion character may not gain due to his handicap. 


Technical Skills Table 
Administration Sciences [s]) 


Arts, The (s) Life Support Tech 


Computer Op Mechanics 
Computer Tech Medicine (s]) 
Culture (s) Sm Eq Sys Tech 
Electronics ST Comm Op 
Gaming ST Comm Tech 
Language {s} Trivia 


Normal Skills Table 
Enviosuit Op 


Instruction 

Negot/ Diplo 

ST Security 

Sports [(s]) 

ST Sensors 
Transporter Sys Op 
Transporter Sys Tech 


uolgeuauag vwa_oeueYyy uono 


Orion Character Generation 


FIELDS OF SPECIALIZATIONS 

At age 14, Grey Orions are deemed mature enough to 
master the skills for their captive professions. A Grey Orion 
character must choose one of the following fields of skills. If 
the character's int is 80 or higher, he may choose two fields; 
if it is 90 or higher, he may be chose three fields. Choosing 
more than one field is voluntary; a character, whatever his 
intelligence, may not be forced to learn more. Computer 
Operation takes one and a half years, Computer 


Data Operator Technologist 


Technology and Electronics Technology take two years, 
Engineering takes three years, Science and Medical take 
three and a half years, and both Finance and Protocol take 
four years. 

Some curriculums offer a choice of skills to the player 
character. Before choosing these skills, however, the 
player should refer to the Unauthorized Skills section to 
determine which skills he may not select. (These skills can 
be acquired after choosing curriculum skills.) 


Admin 20 Admin 20 
Computer Op 40 Computer Op 20 
Computer Tech 20 Computer Tech 40 Bonus Rolls for All! 
Electronics 20 Electronics 30 INT/10 rd = # Rolls 
Law, Orion 10 Materials Sci 20 1d10 each 
Mechanics 10 Mechanics 20 Any skills, new or old 
Physics 20 Physics 40 except Forbidden. 
Trivia (s) 2ea@ 15 SmEgSysTech 35 
Specialty (s) 10 ST Eng 40 
Specialty (s) 10 
Engineering Electronics Finance 
Computer Tech 40 Admin 20 = Admin 40 
Enviosuit Op 20 Computer Op 20 Computer Op 25 
Life Supp Tech 30 Computer Tech 40 Cult or Hist 2ea 020 
Physics 20 Cult or Hist Zea 020  Enviosuit Op 25 
Sci, (s) 20 Electronics 40 Gaming 20 
2ea010 Law ([(s) 2ea030 Lang (s) 4ea 020 
SmEqSysTech 25 Orion History 30 Law (s) 2ea @ 30 
ST Comm Tech 15 Orion Law 40 Leadership 10 
ST Eng 40 Physics 40 Negot/Diplo 30 
(Eng related]2ea 030 SmEqSysTech 40 Orion History 30 
3ea@20 Trade 8 Comm 30 Orion Law 40 
Physics 40 
Trade & Comm 30 
Science Medical Protocol 
Admin 10 Admin 20 Admin 40 
Computer Op 30 Chemistry 20 Computer Op 20 
Computer Tech 20 Computer Op 20  Enviosuit Op 20 
Electronics 10 Enviosuit Op 20 Gaming 2ea 025 
Instruction 20 Instruction 20 Instruction 20) 
Lang (s]) 4ea @ 20 Leadership 10 Language 5ea @ 40 
LifeSuppTech 20 LifeSuppTech 20 Leadership 10 
Med (s] 3ea 020 Med, Orion 50  Negot/ Diplo 40 
Sci-rel. not Med/ Social] Med (s) 2ea@ 30 ST Comm Op S 
2ea @ 40 Med {s} 3ea020 ST Comm Tech 10 
2ea @ 30 Negot/ Diplo 20 ST Security 20 
SmEqSystech 20 Sci-related 5ea@20 Trivia (s) 2ea @ 20 
ST Sensors 20 SmEqSysTech 15 
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UNAUTHORIZED SKILLS 

Greys are prohibited from acquiring certain skills 
deemed dangerous for them to know. Nevertheless, 
simulators, computer aids, and the privacy of their sealed 
environments allow Greys to pick up certain unauthorized 
skills—within limits. Simulations cannot bring the full flavor 
of actual experience, and the Greys' physical problems 
often hamper learning. 

By the time they finish training in the guldin (sealed life- 
support capsules in the bowels of an estate, office 
complex, or starship), Greys have also learned forbidden 
knowledge and prohibited activites. Players may choose 
such skills from the tables below. Note that a player may not 
choose the following skills as electives in his character's 
curriculum. 


FORBIDDEN 


LEARNING ACTIVITIES 
Dmg Ctrl Proc Carousing 
Def Shield Tech Cbt, Marks Arch 
Shuttle Pilot Cbt, Marks Mod 
Shuttle Sys Tech Cbt, Armed, Any 
Sm Unit Tactics Cbt, H-T-H 
ST Cbt Tac/Str Pers Wpn Tech 
ST Helm Shuttle Pilot 
ST Weapons Op Streetwise 
ST Wpn Tech Vari-G Op 
Warp Drive Tech 
Vehicle Op, Any 


Each Grey Orion character divides his it score by ten, 
rounding down. The result is the total number of 
unauthorized skills that the character may acquire. No 
Forbidden Knowledge skill rating may ever be greater than 
the characters skill rating in Computer Operation. No 
Prohibited Activity skill rating may ever be higher than the 
character's str, DEx, Or END score—whichever is lowest. 
CAREER ADVANCEMENT 

Grey Orions live their entire lives under the control of 
other Orions, doing what they are told to do and amusing 
themselves when they are not. They have a lot of time to sit, 
think, and study, and, because they are usually confined to 
guldin, their privacy is only occasionally monitored for 
unauthorized activity. Therefore, they learn skills faster 
than most Orions, but in a more restricted direction. 

Players may advance their characters to any desired 
age and level of competency simply by adding terms and 
attendant skill rolls. Because Greys can develop close 
relationships with other Greys and may get together to plot 
against their owners, Utan (or "Masters”) swap Greys 
among themselves much as Terra's baseball players are 
traded. 

Each player should roll 1D10, divide by two, and round 
down to determine the number of terms that his character 
has served prior to the start of play. This is an arbitrary 
starting point; players are quite free to run younger 
characters or more experienced characters. Each term 
served lasts for 1D10 divided by two years (rounded down) , 
and represents the time spent in a different work 
environment under a particular Uta. 

For every year of service, a Grey Orion can improve two 
skills already learned by 1D10. Only one Unauthorized Skill 
may be improved in this manner (opportunities to practice 
Streetwise are not that common in a tank). The guldi where 
they labor may be in the sub-basement of a villa, a secure 
section of an office tower, or the bowels of a Chariot Class 
cruiser; it hardly matters. What does matter is whether the 
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duty is easy or hard, the companionship good or a morass 
of petty personal grudges. Work environment affects the 
character's number and type of skills gained as follows. 


MODIFIERS TO SKILL IMPROVEMENT 

Die Roll(1D10) Work and Study Environment 

1 Abysmal: The character can improve only one skill per 
year, and the skill must be authorized. Welcome to the 
pits. 

2 Horrible: One skill roll per term is subtracted from the 
total number of rolls, and one Unauthorized Skill must 
be decreased by 1D10 points during this term. 

3 Poor: One skill roll per term is subtracted from the total 
number of rolls. 

64 So-so: No modifications. 

8-7 Pretty good: The character may improve one additional 
skill per term, but the skill must be already known and 
authorized. 

9 Excellent: The character may improve one additional 
skill per year, but the skill must be already known and 
authorized. 

10 Optimum: For each year of service, the character may 
improve one additional skill, which could be 
unauthorized and/or not already known. A Grey's 
paradise. 


Assignment, Grey Orions 
< 05 Powerful, Mobile 

06 - 11 Powerful, Estate 

11 - 25 Starliner/Fleet 

26 - 40 Big City, Powerful 

41 - 55 Big City, Common 

56 - 65 Small City 

66 - 75 Entrepreneur 

76 - 90 Busy Outpost 

91 - OO Lone Outpost 


Assignment Modifiers 


INT 90+ -30 Primary Skill 50+ -10 
80+ -20 80+ -20 
70+ -10 Improv Roll 9-0 -20 

LUC 60+ -10 [fromabove] 41.2 +20 
<0 +410 

CHARACTER AGING 


Unlike other Orions, Greys begin to show signs of 
physical deterioration at the age of 40. For every 10 full 
years lived past 40, a player must subtract 1D10 from his 
character's STR, DEX, END, CHA, and int scores. Genetically 
weakened at birth, Grey Orions also age more 
catastrophically than other Orions. After calculating the 
reduction in attributes, the player must make a Saving Roll 
against the highest attribute remaining to his character. If 
the roll fails, the character has reached such a state of 
decrepitude that he is in immediate danger of dying. For 
such a character, the player must make a Saving Roll 
against the eno score every year; failure means that the 
character dies immediately. At the gamemaster's option, a 
particularly difficult physical effort (running uphill while 
carrying a load, going without a breather mask if the 
character's handicap calls for one) may require a Saving 
Roll against the eno score with appropriate modifiers. Failure 
means death, perhaps preceded by a short coma or other 
warning. 
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GREEN SLAVE WOMAN GENERATION 


When non-Orions use the expression "Green slave 
women", they are referring to what the Orions call 
lodubyaln—the sinuous, senuous, animal-like, half-naked 
creatures glimpsed at Orion entertainments. "Like women," 
some say, " but more so." 

Lodubyaln are not a separate sub-species. Neither are 
they in any way genetically modified, surgically altered, or 
doped with Venus drugs. They are simply a highly trained 
caste of female slaves educated from earliest childhood to 
be dancers, singers, musicians, storytellers, and 
professional! listeners that are a delight to look upon, 
paradise to hear, and a comfort to talk to. Theirs is the only 
loyalty that Orions buy and sell with perfect trust, and it is 
one of the pillars of their civilization. 

Some Jodubyaln spend their short working career (few 
remain past the age of 40) looking foward to the time when 
some dashing Green will purchase her contract and make 
her his wife. Some save up their tips and scarce side 
earnings and buy themselves out, returning to a more 
normal life. Some take what they have learned from their 
masters and use it to make themselves wealthy. By some 
standards, the Jodubyaln are the lowest of all 
Orions—scarcely above the Greys. However, if a lodubyal 
wishes to take a chance, she may rise to become a 
businesswoman or the captain of a starship. All it takes is 
determination and a thirst for hard work. 


TRAINING 

Unlike other Orions, lodubyaln receive no Background 
Skills. At the age of five, they are placed in the care of 
senior or retired lodubyal for proper training. Most lodubyaln 
are the product of fesin—iiterally, "hutches", or training 
houses devoted entirely to the crafts of the life-contractor. 
Here they acquire the skilis necessary for their work. As 
lodubyaln are apart from Orion society, they do not receive 
a socioeconomic class. 


Note: LODUBYAIN INT-BASED SKILL CAP Is 84! 


Appraisal 25 

Arts, Dance 50 

Arts, Instr(s][Tot) 30 Bonus Skill Rolls 
Arts, Sing 30 Take INT/10 rd 
Arts, Writing 290 (410) applied to 
Carousing 40 any skills listed. 
Cbt, Knife 29 Apply a similar 
Cbt, H-T-H 25 amount of dice 
Gaming 20 to any new skills. 
Instruction 10 

Negot/ Diplo 30 

Seduction 50 

Streetwise 20 

Trade & Comm 25 


Lodubyain are not Psionic. HOWEVER, they 
are known to have a trance-like effect on those 
whom their attentions are plied. The Target 
rolls PSI Vector with Lodubyain (Pv/3 rd) 
as a penalty. Lodubyain may make several 
(Seduction) attempts. Critical Fails may divulge 
secrets or similarly minor, yet bad scenarios 
for the Target -or Lodubyain failing the roll! 


At the end of her training (which lasts for nine years), a 
lodubyal contracts out to her master's household. All things 
considered, the life of a lodubyal is not particularly horrible. 
Provided with ali the necessities of life (and quite a few of 
the luxuries as well), she is concerned only with pleasing 
her contract-holder. She must keep herself attractive and 
healthy, perform at entertainments, and never hint that she 
has any sort of life apart from entertaining. 

The hardest task any lodubyal must perform is to give 
her unswerving love, loyalty, and devotion to her contract- 
holder regardless of her personal feelings. This goes 
directly against Orion instinct for self-maximization. Luxury 
and self-indulgence is often not enough to keep a lodubyal 
in her work any longer than she must. 


A . Jz 


SKILL IMPROVEMENT 

Unlike other Orion characters, lodubyaln have little 
choice over which skills they are going to learn. They also 
have little control over how long it takes to leave their 
career. 

Roll 1D10 to determine the number of years the /odubyal 
character spends in service to one contract-hoider. Repeat 
the process until the character has accumulated at least 21 
years of service. For each term, the character rolls 1D10 
and consults the table below. Under normal circumstances, 
a lodubyal improves one skill by 1D10 per year of service, 
but a good or a bad contract-holder can make a great deal of 
difference. There is no correlation between the wealth of a 
contract-holder and whether service under him is pleasant 
or onerous. 


MODIFIERS TO SKILL IMPROVEMENT 

Die Roll (1D10) Service 

1 Horrible: During this term, the character loses three skill 
improvements from her total. 

2 Awful: During this term, the character loses two skill 
improvements from her total. 

3 Unpleasant: During this term, the character loses one 
skill improvement from her total. 

4-6 So-so: No modifications. 


7-8 Pretty good: During this term, the characters improves 
or gains any one extra skill. 
9 Excellent: During this term, the character improves or 
gains any two extra skills. 


Superb: For each year of service, the character 
improves or gains any two skills. 
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TRANSITION 

Retired lodubyaln have three options: marriage (which 
effectively ends their character generation), freelancing as 
a Lodubyal Ot (or executive in charge of a group of 
lodubyain), or career shift into an entirely different field. 

A married character is presumed to have found the 
Green man of her dreams or someone like him, and has 
settled into peaceful domestic life. She may improve only 
one skill by 1D10 for every two years thereafter. Her 
husband may or may not allow her to go on into another 
career. 


A freelancing character works as a supervisor or trainer 
of lodubyain. She gains skills just as if she were still in 
service. In addition, though she must roll on the Modifiers to 
Skill Improvement Table, she may quit any job with Horrible 
conditions after a year on the job. The length of terms is 
determined normally, but she saves money at twice the rate 


After 21 years of service, ASsignment, Lodubyain 
a lodubyal may buy her < 05 Powerful, Mobile 
contract and either enter -= 
another neia or enaeavor, OG - 11 Powerful, Estate 
retreatpeacefully into 11 - 25 Starliner/Fleet 
dm Ne a wie and 26 - 40 Big City, Powerful 
_ Supervisor of a fesin. 41 - 55 Big City, Common 
The choice is purely voluntary. 56 - 65 Small City 
66 - 75 Troupe/ Perform 
76 - 90 Busy Outpost 
91 - OO Lone Outpost 


Assignment Modifiers 


INT 70+ -10 Primary Skill 50+ -10 of a lodubyal. 
LUC 70+ -10 80+ -20 Lodubyain who have retired, honorably or not, are not 
restricted in their choice of a second career. Their status as 
<35 +10 Improv Roll 9-0 -20 former slaves does not inhibit them. In fact, there is a 
CHA 80+ -15 1-2 +20 mystique about retired lodubyaln; they have heard and seen 
TIA so much that they cannot talk about, ever. It is not unusual 
for former masters of a lodubyal to fear her appearance in 
<35 +10 


business or in space. Some even risk everything they 
possess to eliminate her and the danger she might 
represent. 

A character who chooses to go into another career may 
do so just as if the character were a normal Green female, 
including any and all requisite entry rolls. Roll 1D100, divide 
by two, and round up to determine her socioeconomic class. 
While training in her new profession, the player character 
may not add skill ratings (earned in Basic Training or 


CONTRACT VALUE CALCULATIONS 

At or after age 35, a lodubyal may purchase her own 
contract. At the end of her last term, the character must roll 
on the Contract Disposition Table below. 


CONTRACT DISPOSITION TABLE 
Die Roll (1D10) Result 


1-3 Contract holder dissolves contract. The Specialty Training) to her skill ratings in previously learned 
character may stay in service to the end skills (though she may add outside electives skill rating 
of the term or may leave at age 35. She points to previously learned skills). She may only raise her 
does not have to purchase her contract. skill ratings in such skills to the ratings listed on the training 

tables. 

4 - 7 Contract holder offers to sell the contract 
to the lodubyal at current market rates. 

The character may leave at 35 or stay to 
the end of the term. SAVINGS ; F : 
8-0 Contract holder offers to sell the contract In theory, a fodubyal goes through life without a single 


possession, not even her jewelry. In reality, however, 
connections, friends, and generous masters (and perhaps 
suitors) may provide her with a small nest egg of cash, 
precious metals, gemstones, and other small valuables. 
After all, how else can she buy her own contract or cope 
with free life? 


to the lodubyal at current market rates at 
the end of the term. The character must 
remain in service to the end of that time or 
pay a 25 percent penalty for early 
withdrawal. 
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Although the value of the contract varies according to 
the individual and her age, a contract's base value equals 
3D10 + 4 multiplied by 1,000. Modify this number according 
to the Age/Value Multiplier Table below, multiplying the base 
value times the percentage shown. 


AGE/VALUE MULTIPLIER TABLE 
Age Multiplier Age Multiplier 
35 100% 43 110% 
36 105% 44 105% 
37 110% 45 100% 
38 115% 46 95% 
39 120% 47 90% 
40 125% 48 85% 
41 120% 49 80% 
42 115% 50 75% 


Few lodubyaln remain in service past the age of 50. At 
any rate, their contracts do not decrease in value past that 
point. 
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For each term of a lodubyals service, roll 1D10, divide 
by two, and multiply by 1000 to calculate the amount of 
credits that the character has saved. It is hidden away until 
the time comes to purchase the contract. Usually it is 
enough; sometimes it is not. 

Upon retirement, this nest egg stops growing; the 
character may use the remainder as she sees fit, but if she 
wants to save money she must go to work or depend on her 
husband, if any. 


CHARACTER AGING 

A lodubyaln ages like a normal Green Orion, with one 
difference. For every ten full years over her critical age of 
60, reduce her cha score by 2D10. Maintaining beauty has 
its cost, though it is postponed. Her cha score may never 
fall below 20, should she live so long. 
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